Oath of the Vampire Hunter 


The vampire hunter is a paladin who comes descended from a family bloodline that has sworn 
an oath to shield the world from the scourge of the undead. These warriors are often the last of 
heir line, and travel the land as nomadic warriors seeking to protect the innocent from vampires, 
skeletons, and revenants and to brave the dungeons, castles, and crypts where they dwell, 


exterminating them on their home turf. 


A Vampire Hunter paladin does not necessarily devote themselves to the service of a particular 
deity to fuel their magic, but rather draws their magical power from their ancestors in a very 


literal sense. 


The vampire hunter is a master of battlefield positioning and dealing damage from medium 
range, and has an array of options specifically targeting the nosferatu that they hunt. More agile 
han your average Paladin, they use precision attacks, thrown weapons, and even weaponize their 


lown mobility to maintain command over the battlefield. 


Preferred Stats DEX, CHR, CON 


Tenets of the Vampire Hunter 


Succor the innocent 


A vampire hunter protects those around them as if they were the vampire hunter's neighbor. 
While the vampire hunter chooses the form that protection takes, they must never abandon the 


helpless in the face of undead threat. 


Slay the undead where they sleep 


Those who feed upon the blood of the innocent must never be left to their own devices. A 
Vampire hunter is compelled to stride boldly into the lair of the undead they hunt, stemming their 


evil at the source. 


Cleanse the crypts 


Killing a vampire alone is not enough to end the threat. You must cleanse it’s keep thoroughly of 
all minions and undead until the threat is eliminated. A vampire hunter understands that It is not 


enough to merely behead the beast. You must cauterize the stump. 


Bequeath the whip 


As the world will never be truly safe from the threat of the undead, a vampire hunter will always 
be needed. When you near your journey’s end, hand down your whip and symbol to the next 
generation, and train them in their use. Though evil persists, the vampire hunters endure, passing 


he torch from generation to generation. A perpetual pinprick of light to pierce the darkness. 


Spells, Abilities, and Cantrips 


In the hands of a Vampire Hunter paladin, an ordinary whip becomes a powerful magical weapon 


against the creatures of the night. Upon swearing their oath to continue their ancestral battle 
against the forces of darkness, the Vampire Hunter learns two melee attack cantrips which use 


he paladin’s whip as a spellcasting focus: 


Grasping Lash 
Transmutation cantrip 
Casting Time: 1 actionRange: 25 feetComponents: V, S, M (a whip, rope, or chain)Duration: 


Instantaneous 


You imbue your whip with arcane energy, causing it to lengthen, and covering it in magical barbs. 
Make a melee attack roll against the target. If the attack hits, the creature takes 1d6 piercing 
damage, and if the creature is Large or smaller, you pull the creature up to 10 feet in any direction 


other than away from you (180°). 


Grappling Lash- Alternatively, you can forgo the directional pull to instead attempt to grapple your 
arget. The target must make a dexterity saving throw with advantage. If it fails it is considered 
grappled for one round, but the creature has advantage on rolls to break the grapple until further 


secured. 


If used to target an object instead of a creature, this cantrip does no damage, but will still pull 
Large or smaller movable objects up to 10 feet. Conversely, if you target an immovable object or 
penetrable, weight-bearing surface, you can pull yourself ten feet closer to the object, and/or use 
it as a fulcrum point with which to swing from your whip (requires an acrobatics check). Swing 
distance can vary depending on angle but typically extends your distance by the length of your 


melee attack range, give or take. 


At Higher Levels. This spell’s damage increases by 1d6 when you reach Sth level (2d6), 17th level 
(3d6), and 17th level (4d6). 


Starting at 7th level, you can choose an allied creature within 30 feet to pull the enemy toward 
(rather than yourself) when using Grasping Lash, and the distance you can pull the creature 


increases by half. 


Chilling Lash 

INecromancy cantrip 

Casting Time: 1 action 

Range: 15 feet Components: V, S, M (a whip, rope, or chain) 


Duration: 1 round 


You surround your whip with divine energy that chastens the undying. Make a melee weapon 
attack roll against a creature to assail it with the chill of the grave. On a hit, the target takes 1d8 
necrotic damage, and it can’t regain hit points until the start of your next turn. If the target is 
undead or a fiend, it also has disadvantage on attack rolls against you until the end of your next 


urn, as this spell forces the undead to confront their mortality. 


At Higher Levels. This spell’s damage increases by 1d8 when you reach Sth level (2d8), 17th level 


(3d8), and 17th level (4d 8). 


Starting at 7th level Allied creatures within 10 feet also benefit from Disadvantage applied by 


your Chilling Lash. At level 18 this extends to 30 feet. 


As a whip is a finesse weapon both of these melee attack cantrips can proc Sneak Attack and 
other similar effects if they are available to the player. As these are already imbued with magic, 


hey cannot be used for Smites. 


Oath Spells 


Level 3: Ensnaring Strike, Expeditious Retreat 

Level 5: Moonbeam, Rope Trick 

Level 9: Haste, Spirit Guardians 

Level 13: |lce Storm, Mordekainen’s Private Sanctum 


Level 77: Flame Strike, Conjure Volley 


Channel Divinity 


At third level, a vampire hunter paladin learns to call upon the lineage of their ancestors to imbue 


heir weapons and tools with magical energy to destroy the undead. 


Sacred Shuriken: Imbue your holy symbol with magical energy allowing it to be used as a thrown 
weapon. Deals 1d4 slashing damage and 1d4 radiant damage in a line for 25 feet (damage 
scales with level) At the end of your next turn, the holy symbol returns in a straight line to the 
hrower doing 1d4 slashing damage and 1d4 radiant damage. If the Sacred Shuriken occupies 
he same space as an enemy when it reaches the end of it’s travel and changes direction, that 


creature takes an additional 1d4 slashing and 1d4 radiant damage when the shuriken returns. 


At Higher Levels. This spell’s damage increases by 1d4 radiant and 1d4 slashing when you reach 


5th level (total of 4d4), 11th level (6d4), and 17th level (8d4). 


During the time when the holy symbol is away from the player, it cannot be used as a spellcasting 


focus. Only one Sacred Shuriken may be active at a time. This breaks concentration. 


Hallowed Flames: Imbue a vial of holy water (which is consumed) with divine magic to be used 
as a thrown weapon which deals 1d4 fire and 1d4 radiant damage (damage scales with level) in a 
10ft radius, 20 foot tall cylindrical AOE to any creature in the splash radius for two rounds. Only 


Wo may be active at a given time. 


At Higher Levels. This spell’s damage increases by 1d4 radiant and 1d4 fire when you reach 5th 
level (total of 4d4), 11th level (6d4), and 17th level (8d4). 


The vial can be thrown immediately at no additional action cost. Alternatively, rather than being 
used as a thrown weapon, this holy water can be applied to your weapon or that of an ally, 
Where it applies the same damage on strike for two rounds. If not thrown or applied to a 


weapon, the vial loses its magical enhancement after two rounds. 


Double Jump 


Starting at 7th level, you can jump twice in one round at no additional cost. This jump can be 
used in mid-air to extend your jumping range in any direction. This cannot result in fall damage 
provided you do not fall further than the height from which you initially jumped. If you are under 
he effects of the Haste spell, this increases to three jumps per turn. You cannot double (or triple) 


jump in Heavy Armor. 


Focused Concentration 


Beginning at 15th level, you no longer lose concentration when using your holy symbol as a 
hrown weapon. Concentration effects that surround the caster, such as spirit guardians, travel 


With it during its path of travel. 


Due to your extensive practice, you can also now substitute your whip as a spellcasting focus for 


prepared spells during the time your Sacred Shuriken is away from you. 


Vampire Killer 


At 20th level, as an action, you can emanate an aura of sunlight. For 1 minute, bright light shines 
from you in a 30-foot radius, and dim light shines 30 feet beyond that. Whenever an enemy 


creature starts its turn in the bright light, the creature takes 1d4 radiant damage. 


In addition, for the duration, you have advantage on saving throws against spells or attacks by 


fiends or undead. 


While this effect is active you may have up to two Sacred Shuriken and up to three pools of 


Hallowed Flame active simultaneously. 


Once you use this feature, you can't use it again until you finish a long rest. 


Optional Rule: For RP purposes, it can make sense for your character to come with the Oath at 


level one rather than swearing it at level three, as a scion of a vampire hunter clan knows their 


family’s destiny their whole life. If your DM allows this, substitute the following for your starting 


gear: 
Starting equipment *Explorer’s pack *Leather armor *A bullwhip *Two handaxes *Three 

hrowing daggers *One vial of holy water *A family journal, ink, and blotting sand *A holy symbol 
Optional Rule: Due to their ancestral mastery of the lash, Vampire Hunter paladins can 
repurpose a feat designed for another melee weapon type (Polearm or Great Weapon Master, 
etc) to be applied exclusively to whips at the time the feat is taken. The same is true of ranged 


weapon feats (Sharpshooter) and the Vampire Hunter’s Thrown Weapons. 


If you made it this far, you have my humble thanks. 


